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Thank Ymi.,, for purchasing the SUNSOFT BATMAN™" Game Pak. 

Please rea;1 this instruction booklet carefully betdrfc starling tc play the 
game. In doing ao, you will be able to play the game better arid enioy it 
eve:r, more. Be sure lo keep these instructions in a safe place, 



Be sure to turn the power OFF before inserting the game pak or removing 
it from the unit, 


This is a high tech instrument. Do not store it in an area subject to extreme 

hot or coin temperatures. Never drop it, bump it or attempt to take it apart. 

Avoid touching the connectors. Do not allow them to gel wet or dirty. 

Doing so will damage the unit. 
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The citizens of GOTHAM CITY™ are busy planning the city's 
2:00th Anniversary Festival, hut there is mi much to celebrate. 
Crime and violence rule the city. 

The only man who can free the city from THE JOKER'S 1 " evil 
clutches is the am and only — BATMAN™!. 

With your help the CARED CRUSADER™ can defeat THE 
JOKER and save the good people of GOTHAM CITY. BATMAN 
is armed with special weapons and acrobatic strength. He 
must destroy 15 different types of enemies and 5 Bosses, 
while traveling through 5 stages. 

Finely, BATMAN comes faceto face with THE JOKER! But 
who will prevail? It's up to you! 






























Stage 1: GOTHAM CITY 

► Main Street 

► High -Rise Buildings 

► Front of City Hall 

► Defeat Killer Moth 


Inter-Stage Demonstration 

Stage 2: AXIS Chemical Factory 

► Liqunf Waste Floor 

► Spark Floor 

► Conveyer-Belt Floor 

► Nerve Center 

► Defeat the Machine intelligence System 

Inter-Stage Demonstraiion 



Stage 3: Underground Conduit 

► Underground Conduit I 

► Underground Conduit II 

► Underground Cavern 

► iDefeat The E lee! rocutio n e r 

Inter-Stage Demonstration 

Stage 4: Ruins ot Laboratory 

► Research Laboratory 

► Storage Room 

► Thermal Processing Plant 

► Destroy the Dual-Container Alarm 

Inter-Stage Demonstration 

Stage 5: Cathedral 

► Stairway 

► BelFtower 

► Defeat Firebug 

► Final Battlefield of BATMAN and THF JOKER 
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JOYSTICK 


► Use controller 1 only 

P A—Press to jump SELECT START 

P B—Press to attack/shoot 

► Start—Press to select a weapon of preference (but omy when optional 
are available] 

► Select —Press to pause and show the score in the upper left of the screen 

P Joyslick 

1. Press sideways to move BATMAN left and right 

2. Press down to make BATMAN kneel 

3. No action follows by pressing up 

> m< : 
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Game-Play introductory 

demonstrations are shown 
before each of the five stages 

The demonstrations are 

designed to familiarize you with 
the stage you are about to play. 






































BATMAN begins his adventure in 

GOTHAM CITY. As he investi¬ 
gates the “DDID" Mem Gas 
Scandal BATMAN travels 
through the dark, deserted main 
street In the second area he 
encounters a shopping mail 
background with skyscraper at 
the bottom. I here is no sign of 
life, only the steel skeletons ot 
buildings and the steel structure 
of a freeway. Finally, BATMAN 
maches City Hall, located in the 
center of GOTHAM CITY, where 
he must defeat the boss, Killer 

Moth, to enter Stage 2. 
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THE JOKER'S hideout, the AXIS 
Chemical Factory, is BATMAN'S 
next challenge Here, he must 
cross a Liquid Waste floor., the 
plant for processing chemical 
waste; the Spark IToof, equipped 
with operation a ; panels erf power 
for the entire factory; the 
Conveyer-Belt Floor, where 
chemical materials are refined; 
and finally the Nerve Center, the 
Boss of Stage 2. In this area, 

BATMAN must cut-smart 
security traps and destroy the 
entire MACHINE INTELLIGENCE 
SYSTEM 


































Even though BATMAN’ 

successfully destfOyed the 
Chermeal Factory, he is caught 
m a trap and dropped into an 
underground conduit. Under¬ 
ground Conduits I and II are a 

network of sewers- connecting all 
of GOTHAM CITY. Here. BATMAN 
must find the secret exit the 
underground Cavern. The water 

flowing through The conduits 

generates power for the 
Underground Station in the 
Cavern. When BATMAN finds the 

exit, he must defeat The 
Flectrocutioner who is waiting, 

to advance to Stage 4. 



THE JOKER'S other hideout, the 
Laboratory Ruins is a contami¬ 
nated, deserted laboratory. As 
BA I MAN enters the Research 
Laboratory he sees an array oi 
futuristic life samples made by 
genetic engineering, 




























The near area BATMAN searches 
s the storage room, an almost 
empty warehouse with research 
engineering toots and equip 

moot, energy conduits and 

power driving motors. Finally 
BATMAN reaches the Thermal 
Processing P^ant where a 
burning hot flame is used to 
process waste and refuse, f ie 
CARED GRLfSAOFR can now 
destroy the Dual-Container 
Alarm Boss and reach his final 

destination. 




The secret Transmitter leads 

to his greatest 
challenge — The Cathedral. 
After climbing the dark narrow 
staircase to the Belltower, 

is attacked by THE 
JOKER'S trusted bodyguard. 
Firebug, the boss of Stage 5. 
After eliminating Firebug, he ns 
greeted by non^other-itian 
THE JOKER, where he has his 

final battle, 






























Stage 


Function 


Shake down 

1&2 

Rush towards BATMAN 

Heatwave 

1-5 

Shoots Fire Gao 

K.G. Beast 

1 

Attacks with sword and “Shuriken” 

The Enforcer 

1 

Flys with rocket back-pack and attacks with 
machine gun 

Dcadshot 

1&2 

He waits sitting and shoots BATMAN 

Night&layer 

2S4 

His movement is slow, hut his nail is sharp 

Maxiezeus 

4 

He rushes at BATMAN 

Jader 

3&4 

JOKER made this biological weapon to jump 
on BATMAN 
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Stage 

Function 

Mobile Home Mine 

1-4 

Moving mine 

Mobile Tracker 

1-5 

Rushes with accelerating speed at trespasser 

Javelin 

ro 

Attacks with long spear 

Drop Claw 

2-5 

It sticks to the ceiling and drops bombs 

Rail Runner 

4 

It moves left to right on a rail and attacks 

EEV 

US 

Shoots like a cannon 

Gluk 

2 

This industrial waste is a by-product of "DOID" 


nerve gas 


















































Stage 


1 


2 
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Boss Function 






Killer 

Moth 



THE JOKER hired this assassin to attack 
BATMAN by shooting fireballs. 




3 Targets: 

1. Electric current controller 
destroyed the movement stops and 
BATMAN can move freely over the 
otherwise moving pillar. 

2. A cannon 

3. The Nerve Center is awakened after 
the first two targets are defeated 


— 


3 


.liltU, 


i *■ 

*■1 ■■ 

>, " ■ 

Vf ^ € 

I s 1 1 t. 

I- i r 


’ ■ ' P 


* 


it* 


k/tt ■ 5 J 

-Mt rt-' ■ 


The 


This Boss is a seif-electrogenic man the 
strongest warrior on earth, whs is capable 


Electrocutions of transmitting a Moon Attacker” [a TO 


Mega-Giga volt killer beam) out at his arm 


16 


Stage Boss 



Function 


This Ross controls dual-container vehicles 
that can stop any intruder In an 
emergency, he is programmed to trigger 
fire bombs. 





THE JOKER'S most trusted bodyguard 
wants revenge on BATMAN for personal 
reasons. BATMAN defeated his brother, so 
Firebug will stop at nothing to kill BATMAN 
He can emit BOD mill on & C fireballs that 
will instantly dissolve anything into atomic 
pieces. He is definitely BATMAN'S most 

powerful enemy besides IHE JOKER 

































































weapons 



Spear Gun 


To shoot a short 
the enemies 



spear at 



Bata rang 



Dirk 


Used like a boomerang, it is designed 
ic throw at the enemy and return 
to BATMAN 
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To shoot in 3 split ejections, ’a bea‘ 
enemies in a broad area 


I lie player can earn each of the following three items only when he/she has defeated a 
certain enemy. 



Bonus Item 


Item adds bonus points to score 








Pellet Item 


Each pellet item earns tO additional pellets when a certain 
enemy is defeated — 1. This pellet is BATMAN'S 
common offensive source for his three option weapons 

2, Without the pellet item, BATMAN cannot use his 
weapons 

3. The pellet consumption rate varies depending on the 
optional weapon the player is using. 



Heart Item item can regenerate 1 increment of BATMAN'S t ife 

Power (see the life Power Meter under BATMAN'S 
Power Life} 
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f. A double-row game-play indicator is provided at ihe upper left of the screen. 

2. The Indicator shows: 

Flow 1: ► Optional wea poofs) with the dumber of pellets available 

► When Pooch Weapon is only available, the indicator will show BATMAN in blue 

► Press ST ART Button to switch weapons 

► Optional Weapons cannot be used without pellets 


Row 2: BATMAN'S Power Life is in 6 increments 





































BATMAN'S Power Lift is shown Dn the lower row of the game- 
play indicator. He has 3 Power Lives. Each Power Lite has e-ighi 
jncrements. One increment is lost each lime BATMAN is injured. 
When all eight increments are lost, BATMAN loses one ot his 
3 Power Lives. Number of lives available and score can be seen 
by pressing the Pause Button. 


BATMAN,THE JOKER and all characters, phrases and indicia are 
Trademarks of DC Comics Inc © 1989. 

Ail Rights Reserved. 
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COMPLIANCE WITH FCC REGULATIONS 


Tiiv§ equipment generates and uses ratio Frequency energy and .f no? msiaiied and used properly. hat is-, 
is si riel; accedence with the manufacturer's instructions, may cause interference to iwc <ind television 
r ecept on It has been type tested a-nd found to comply with Ihe liinils For a C^ss R compiling device in 
accordance with the specifications In Subpart J ol Part is of FCC Fiilies whicn are designed lo provide 
reasonable protection agamsf such mlerlerenw in a residential installation However, Were is no 
guarantee Ehal interference w.i! ned occur n a particular nstallation. If this eempment isms causa? 
mlerlerencfl to radio or television reception, wn-ch can be determined by turning tba equipment oil and 
on the user is encouraged to try to correct ine interference by ona or more ol the following measures 
Reorient the receiving antenna 
Relocate the fctS with respect to !h« receiver 

Move the NFS away Iriyr'i the receiver 

ftug the I4F& ido a deferent uullet so that computer ard receiver arc on different circuits. 

if necessary, the user shock! consult the deaicr or an enpan^need radio television technicran for 
additional suggestions l tie user may Find he following booket prepared by the FetJera- Comnuimcalions 
Comnr rssion helpful: 

How tti identify and Rescue Radio-TV Interference Problems 


This aook-el is available from Bie U.$. SeveriHiacn! P-irflmg QJlic? Waste ngtem 0 C. 20402.. Slock No. 
m WO-OQ346-4 









































































